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SUPER ACT/ON 




For Use With Co-lecoVlsbn* or the- ADAM" Family Com- 
puter System) 







SUPER ACTION™ CONTROLLERS ate requirod (or this game. 

Us game tune and ihe ptessuies on 1 Plan strategies tnat 
push your loan' toward i"e [joal lire then execute every 
piay with I tie utmosl picas ion. Yoj'renot in irte grandstand 
anymore-yourewhe'c the aclion I si 
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THE BIG GAME 



Gel ready to move out ol the grandstand and onto the grid- 
iron! Coleco's SUPER ACTION " FOOTBALL brings the thrill 
and excitement of professional football right into your 
home. A team 01 highly skilled athletes is at your command 
from the opening kickofl through tho final seconds ol play 

Your Super Action" Controller provides an eight-directional 
Control Stick that allows you to move your backfield men 
anywhere on trie field. A special Speed Roller increases 
pass distance and runner speed. Best of all, you call every 
play with the mult'ple-gse buttons on the Keypad. Execute 
each play by skillfully maneuvenng your backdeld. You do it 
all In S JPEH ACTION'" FOOTBALL! 
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GETTING READY TO PLAY 



MAKE SURE THE COLECOVISION- OR ADAM" IS OFF 
BEFORE INSERTING OR REMOVING A CARTRIDGE. 

One -Player Game 

Use the Port 1 Controller. 

Two-Player Game 

-Player 1 (While Team- Home' ') us es the Port 1 Control ler. 

-Player 2 (Black Team-Away") uses the Port 2 Controller 

Choose your challenge. 

Press Ihe Reset Button and the Title Screen appears on 
your TV. When the Game Option Screen appears, choose 
on e ol these option s by pressing the correspond ing num ber 
button on your controller Keypad: 

I OFFENSEONLY: One player controls theoKense 
against a skillful computer defense. 

2. HEAD-TO-HEAD'" FOOTBALL: Two players com- 
pete against each other. Each player alternates 
controlling offense and dofense-|ust like an ac- 
tual football game 



USING YOUR CONTROLS 



Your controls are super accurate in SUPER ACTION 1 " FOOT- 

BALL Take some ti me to learn how they work, then practice 
for a while. The more you practice, t he b elte r you'll p lay dur- 
ing an actual game. 



OVERLAY 

CONTROL STICK 







ACTION 
BUTTONS 




INSERT THE 
OVERLAY 
AS SHOWN. 



1, Action Buttons: The six men you can control are called 
"backs." Each back is identified by a colored Jersey that 
matches an Action Button color. 

On otfense. you control your yellow quarterback, red 
halfback, and purple flinkerbaek with their Action 
Buttons. 

On defense, you control your red and purple linebackers 

and your yellow safety with tfiuir Action Buttons. 

To move one of your backs during a play, press and hold in 
his Action Button and move the Control Stick in the de- 
sired direction. When you release either his button or the 
slick, he II continue moving at the same" rate of speed and 
m the direction last indicated by the Control Stick. To stop 

his continuing movement, give his button another press. 

Exception: Trie quarterback always stops when ins Ac- 
tl on Button or the Control Stick is /eleaaed. 

Blue Action Button; On offense, use the Blue Action But- 
ton to pass or hand uii and to increase the distance ol a 

punt, field goal or extra point attempt. On defense, the 

Blue Action Button is not used. 

2. Control Slick: The Control Stick moves your backs in 
eight directions. Push it left or right to move them left or 



right toward the goal lines. Push the Control Stick up or 

down to move them parallel to yard lines. Push it left-up. 

left-down, right-up. or right-down to move your backs 

diagonally. 

You cannot control your linemen with the Control Stick 

and Action Buttons. Instead, you can program their 

moves during the huddle (see Koypad). 

3. Keypad: Use Keypad keys to select game options, to 
input plays during the huddle and to shift your backfield 
before the hike. Keypad use differs for the offensive and 
defensive players and is defined by the Keypad Overlay. 

Press * at the end of a game to replay the Game Option 
you've just completed. Press # at the end of a game to re- 
turn to the Game Optaon Screen. 

Study your Keypad Overlay carefully. 

4. Koypad Overlay: Functions of the Action Buttons are 
keyed by color and labeled on each side of the overlay: 
thelefisideis for offense, the right side for defense. 

The offensive player selects a blocking pattern during the 
huddle by pressing the keys described on the left side of 
the overlay. In addition, the offensive player can press 
"Pass Route" (Key 7). then a direction key (1, 2 or 3) and a 
distance key (5, 8 or 0) to select a running pattern for his 
flankerback, 

The defensive player selects a rushing pattern during the 
huddle by pressing the keys described on the right side. 
In addition, the defensive player can press "Blitz Left" 
(Key 4) to make his left linebacker rush the quarterback, 

'Blitz Right" (Key 6) to make his right linebacker rush, or 
first one. then the other key to make both linebackers 
rush. 

Running patterns and blitzes are selected during t he h ud- 
dle and executed in the upcoming play. Both players 
press "Set" (Key*) to break their huddles. 



5. Speed Roller: You may spin the Speed Roller to acceler- 
ate the running speed of your halfback, llankerback, or 
linebacker. However, spinning the Speed Roller has no 
effect on the running speed of your quarterback or your 
safet y. 

Vou may also use the Speed Roller to increase pass 
distance, 



HERE'S HOW TO PLAY 

HEAD-TO-HEAD™ FOOTBALL 
Coleco's Gridiron 

• SUPER ACTION- FOOTBALL offers real-life perspective 
of the playing field. Therefore, as you get closer to the end 
zone, the yard lines appear lo run diagonally across 1he 
field. 

• The Home team is white and Is controlled by the Port l 
controller, The Visiting team ( "Away") is black and is con- 
trolled by the Port 2 controller. 

• Linemen are one color on the screen and backs are two 
CO I org, 

• The referee stands on the near sideline at the location 
where the ball was spotted before play begins. If the ball 
carrier is tackled, the ball is spotted at the yard line where 
the tackle occurred; it he is tackled in his own end rone, a 
safety occurs. If the ball carrier runs out of bounds, the 
ball is spotted where it went out of bounds: if he goes out 

of bounds in his own end zone, a safety occurs. If a pass is 

incomplete, the ball is spotted at the original lineol scrim- 
mage. In the case of a louchback. the ball is spoiled on 
the 20-yard line. 

• The first-down markers on the near sideline show the 
yardage required for a first down You must advance the 
ball 10 yards to get a first down, and you have only lour 
downs (four plays from scrimmage) in which to do so. 



• Tha down and the yarrJs-to-go indicator appear on the 

scoraboard below the score of the team in possession 
of the ball. 

KICK-OFF! 

The teams line up in kickoff formation at the beginning of 
each half, alter a successful field goal, after an extra point 
attem pt. and after a safety. 
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The player controlling the kicking team presses "Kick" (Key 
9) to start the kickoff The player has no control over the dis- 
tance ot the kickoff. Once the ball is in the air. both players 
move Ihoir backs by pressing the Control Stick while press- 
ing the appropriate Action Buttons. The linemen automati- 
cally run and block. 



K you nave irouDle following! the Da" after its kicked, try 
keeping your eye on its shadow. 

To receive a kick, move a back into contact with the ball 
Then, when he has the ball, run upfield quickly 

If ihe kicked ball enters the end 7one. you may want to catch 
it and stay there for a touchback. If so. the ball will be yours 
on the 20-yard line. But be careful. II the kicking team gets 
theballonakickoff, they'll gain possession. 

Note: You cannot pass or hand off on the runback of a kick. 



DOWN AND YARDS TO GO SCORE TIME REMAINING SCORE 
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REFERS ON LINE OF SCRIM MAGE 



FIRST DOWN MAHKER 



OFFENSE 

HUDDLE DECISIONS 
Blocking 

When your learn appears in the hgddle, use Keys 1-6 to sa- 
lecl a blocking patlern for your offensive linemen: 

1 = Off Tackle Left 4 - Wide Lef t 

2 -Middle 5 = Pass Block 

3 = OH Tackle Right 6 Wide Right 

To select a field goal or punt Instead of a blocking pattern, 
press "Kick" (key 9) during the huddle. 
Refer to the diagrams in your Playbook for a more detailed 
explanation ol each blocking option, 
During the play, ynur linemen will block according to the pat- 
tern you select in the huddle. You cannot control your line- 
men during the play and iney cannot carry the Dan if you 
don't make a selection during the huddle, the "Middle' 
block (Key 2) will be selected automatically, If you make 
more than one clocking selection by mi stake, the first selec- 
tion wlil occur 

Choose your plays carefully' You can't change a huddle 
entry once it's made. In addition, you can't make a nuddle 
entry once the huddle has broken by pressing SET 

Flankerback Pass Pattern 

Alter you choose a blocking pattern from Keys 1-6, you may 
select an automatic pass pattern for your purple flanker- 
back before breaking your huddle by pressing "Pass Route' 
(Key 7). Then select iho direction of his run during the hud- 
dle by pressing "Left" (Key 1). "Middle"' (Key 2). or 'Right 



(Key 3). and select the distance 
of his run by pressing "Long" 
(Key 5). "Medium" (Key 8}, or 
"Short" (Key 0). 

Alter the hike, your flanker will 

run his selected pass pattern 

until you take direct control of 
him during the play. Refer to the 
diagram in your Playbook lor 
additional information on pass 

patterns. 

Note: You do not have to select 
a pass route in order to pass. 

Breaking the Huddle 

Press "Set" (Key*) to break the 
offensive huddle. There some- 
times will be a delay before 
your huddle breaks to allow the defensive player time 
to make his huddle decisions. 




Pre-hike Maneuvers 

After the hud-dle breaks, use ••Left" (Key 1) or "Right" (Key 3) 
to shift your flankerback to the left or right before the hike. 

Your halfback will automatically shift to ihe opposite side. 

(You cannot shift your backlield in the one-player game.) 
Refer to the diagram in your Playbook lor addilional 
information. 

Note: Shitting your liankerback will adjust his pass pattern 
so he'll reach the same destination you selected for him. 

Hike! 

Press the Yellow Action Button to hike the ball and start the 

play. But don't watt loo long. You could be penalized five 
yards for Delay of Game and return to the huddle! 
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DEFENSE 



HUDDLE DECISIONS 
Rushing 

When your loam appears in ihe huddle, use Key 1, 2, 3 or 5 
ito select a rushing patlern (or your linemen: 

1 = Left Stunt 3 = Right Stunt 

2 - Oft Tacklo 5 ■ Wide 




Rotor lo your Piaybook for diagrams and addiiional intorma- 

lion on rushing patterns 

During the play, your linemen will carry oul the rush you 
have selected. Linemen thai are nol blocked by Ihe offense 
will sometimes tackle the ball carrier. You canot control your 
linemen during the play II you make no selection, the Ofl 

Tackle*' rush {Key 2) will be selected automatically. If you 

make more than one rushing selection by mistake, the first 
selection will occur. 
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Remember: You can't change a huddle entry once it's made. 

In addilion. you cant make a huddle ontry once the huddle 

has broken either by pressing SET or by the otfense break- 
ing the huddle boforo the defense. 

Blitzing 

Press "Blitz Lelt" (Key 4} or "Blitz Right' {Key 6) during the 
huddle to make the corresponding linebackers blitz during 
the play. A bliUing linebacker will pursue the quarterback 
until the quarterback releases the ball, until the quarter- 
back runs across the line ot scrimmage with the ball, or until 
you take control ol the bl itzi ng li nebacker. If the blitzing line- 
backer contacts a blocking lineman or an opposing back, 
he'll stop blitzing. 

Breaking the Huddle 

Press "Set" (Key*) to break the defensive huddle. Select 
your defense quickly. Eight seconds alter the huddles form, 
the offensive player can *orce your huddle to break oy 
pressing hi s Set Key before you pre ss yours. 

Pre-Hike Maneuvers 

You can move your red and purple 

linebackers before the hike by press- 
ing their Action Buttoas and moving 
the Control Stick in the desired direc- 
tion. Be careful not to run offsides or 
you'll receive a live-yard penally flfsd 
return to the huddles' And caution: If 
you selected a blitz lor your line- 
backers during the huddle, make 
sure their Action Buttons are not 
pressad 'A/hen the hike occurs or 
their blitzing pattern Mill be cancel- 
led. 

To shift your Yellow Safety across 
the field parallel to the line of scrim- 
mage, press "Left" (Key 1J. "Cenler" 
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(Key 2), or ■Righl'f.Key 3). Your safely cannol shift until the 
offensive huddle breaks and cannot be moved with the 
Control Stick until the ball is hiked. 

THE ACTION 
Running 

Alter the snap, use the Control Stick and the appropriate 
Action Buttons to move your backs. 

Controlled Motion 

To move a back in controlled motion, press and hold in his 
Action Button and move the Control Suck in the desired 
direction. 

Continuing Motion 

It you release a back's Action 
Button or the Control Slick when 
he is in controlled molion. he will 
continue moving at the same 
speed and in me direction last 
Indicated by Iho Control Stick- 
even if the Control Stick and his 
Action Button are released. You 

may spin the Speed Roller in 
either direction to accelerate the 
running speed of a back in con- 
tinuing molion. as long as his 
Acil on Button is pressed. To stop 
a back when he is «n continuing 
motion, give his Action Button 

another press 

Note: Your quar terback 15 the only player who stops moving 
when you release his Action Button or put Ihe Control Slick 
in neutral. 
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Automatic Motion 

If you selected a running pattern for your flankerback or a 
blitzing pattern lor your linebackers during the huddle. 
those men will be in automatic motion once the ball Is hiked. 
To cancel a back's automatic motion and take control ot him 
at any time, press his Action Button, 

Coordinated Moves 

To control two or three backs simultaneously, press and 
hold m their Action Buttons and move th& Control Stick In 
the desired direction. All backs will move in the direction in- 
dicated by the Control Stick. 



PASSES AND HANDOFFS 
Passes 

Press the Blue Action Button togelher with the Red or Pur- 
ple Action Button to make your quarterback pass to your 
red halfback or purple flankerback. If you press the blue. 
red and purple Action Buttons together, the pass will go to 
your red halfback. 

Pass Distance 

To increase pass distance, spin the 
Speed Roller fust before (he pass is 
released so that it is rolling when the 
ball leaves tho quarterback's hand. 
Spin it faster for longer passes, 
slower for shorter passes. If you spin 
the roller too quickly, the pass will 
overshoot your receiver. 11 you don't 
spin the roller last enough, the pass 
will fall short. If that happens, take 
control of your receiver and move him 

to the ball in time to make trie recepl ion. 
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Hand off s 

II the selected receive? of a pass is adjacent to the quarter- 
back when you press his Action Button, a handof f occurs in- 
stead ot a pass. The ball disappears for a moment following 
a handcH to confuse the defense and then reappears in the 
receiver's hands. The receiver can be tackled during the 
time that the ball is hidden from view. 




Fake Handoff 

You can fake a handoff whon your quarterback is adjacent 
to a receiver by pressing the Blue Action Button when no re- 
ceiver button is pressed. The ball will disappear lor a mo- 
ment and then reappear in the quarte'backs possession. 
The quarterback cannot pass or handoff when Ihe ball is 
hidden, but can be tackled by the defense during this time. 

Only the quarterback can pass or hand off. 

Note: Your quarlerback cannot pass or hand off once he 
has crossed Ihe line ol scrimmage. 
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Fumble! 

When any pass bul a forward pass is thrown and is incom- 
plete), us a live ball— a fumble! (YouH see the tumble mes- 
sage appear on the message board) M a defensive lineman 
grabs the ball first, he fa<Mson it and the ball goes to i he de- 
fense. II an offensive or defensive back grabs the ball first, 
he can run with it to complete a play. 

How to Kick 

II you selected a kick during the huddle, your kicker will au- 
tomatically advance toward the ball after you hike. You may 
then press the Blue Action button to increase the distance 
of his kick. For best results, time your press as closely as 
possible to when tne kicker kicks the ball- If you do not 
press the button at all, his kick will be very short 

Field Goals. Punts, and Extra Points. There are two kicking 
formations in Super Action™ FOOTBALL One is Ihe kick-off 
formation described on page 7 . The other is Iho line-up for 
a field goal, punt, or for an extra point after a touchdown. 
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Field Goal 

II the kicked ball passes between the goal posts, a field goal 

occurs and the kicking team receives three points. If 1ho 

kicked ball goes out of the end zone without scoring a field 
goal, the receiving loam gets the ball with a first down on 
their 20-yard line. 

Punt 

If the kicked ball lands in play, the kick is treated as a punt. 
The receiving team may run back a punt if the bail Is recov- 
ered by a member of the receiving team. But if the ball is re- 
covered by a member of the kicking team, the receiving 

team gains possession where the ball was downed. 

Safety 

A safety occurs if a receiver recovers the kicked ball in fair 
territory, then runs into his own end zone and is tackled or 
goes out of bounds in the end zone. The defending team 
then scores two points and the receiving team must kick off 
from their 20-yard line. A safety may also occur in a normal 
playfromscrimmage.il the ball carrier is tackled or goes out 
of bounds in the end zone. 

Touchback 

A touchback occurs if a receiver recovers the kicked ball in 
his own end zone and is tackled before he leaves the end 
zone. The receiving learn Ihen gets Ihe ball on their own 20- 
yard hne. 

Extra point attempt 

Alter a touchdown, both teams line up in kick formation. 
Pross the Yellow Action Bulton lo hike Ihe ball and kick for 

an -extra poini. Press (he Blue Action Button to increase the 
distance ol a kick. II Ihe kick is good, the kicking team 
scores one point. If it's not good, the kicking team scores no 
points. 
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SCORING 



Teams earn points just as they would In an actual 
football game: 

Touchdown - ....... 6 points 

Extra Point _ ~ 1 paint 

Safety h.h 2 points 

Field Goal 3 points 



The game is divided into two 15-minute halves. The clock 
Starts at the opening kickotf and continues to run even it a 
play results in a tackle. The clock stops until the next hike it 
the ball goes out of bounds. ifapa5Sisincomploie.il a team 
scores, or if a penalty is called. 



HERE'S HOW TO PLAY 



OFFENSE ONLY 

Use this Game Option to practice your plays. The rules are 
iho same as they are in HEAD-TO-HEAD", but it's a whole 
new ball game when you play against a skillful computer 
defense! 

You control the offense only. Every time possession of Ihe 
ball changes from one team to the other, your controller au- 
tomatically puts you in control of the team wilh 1ho ball. For 
example, if an interception occurs, you control the intercept- 
ing back from the moment he catches the boll! 
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THE FUN OF DISCOVERY 

This Instruction guide will provide the basic information you 
neaa to get started playing SUPER ACTION" FOOTBALL, 
but it Is only the beginning! You will f ind thai (his cart ridg e is 
lull of special features that make me game exciting every 
time you play. Experiment with different techniques— and 
enjoy the game! 



90-DAY LIMITED WARRANTY 



Coirtiowai'iini't to itiponnjinal consumer purchase? in tneUnttadStat.ee of 
America lliM this video game cartridge will Bfl ffflo Of defects « maiwial 01 
workmans"* U>i 90 days from the dale of purchase under normal m-house use 

Golecos sole and eacluswn liability fordeluGtsin mflieiiai jiiflwofVP.a'Vihp 
sn.ill oe l-n-Jtort lo repair or replacement ni an autnoriTed CoIb«o Serv.ee Sia- 
uiifi llus ttJwnMyiloPsnnioDliBMoColacoia bear lh«i cust n 1 1<ant.|i«r lAlion 
charges m connection with Iho repair or replace ment ol de'ective par is 

ipii wvrnniy la invalid if Hut 1W11 \>w w anion is rjiuiodDy occid dm act nl 
God. consumer abuse unjtutnoroed alteration or ropan vancaiism.or misuse 

Any Impllud «orfaftll»« .■'■■ rtfl oul nf lhe ■ .11, ■ of 1 hi Video flattie CI'' 
■ridges including Iho implied warra nties ol mcrenanlabl lit* and fit rwn 'or a 
particular purpose pip limited lo the More SO diy period. Coleco stall »n no 
event bo liable lor incidental, conaemuonlial. contingent or nny olher 
damage*. 

tins -.vananty gives you specie legal r<gtittb. and you mayh.aweoihe'figiili 
*h.ch wiry from Siate to Staw. Some stales do noiallo* thn exclusion o'llmita- 
«on ul incidental 01 conft-aquential damages 01 iimitninn*' on Mow long .in «n- 
ptied warranty lasts. solhoabovetiiriitaiionsorexclusions may not apply to you 

SERVICE POLICY 
PteaBP road youi Video Game Owno* s Manual carefully brj'oro usmfl me 
pioilia:! II yoin ndon gamo cnilndno failt to opc'ule nropi"ly. pient-n roCrir to 
Uie troulile-shooting checklist in inc Owners Manual lor your particular vioeo 
iyslem If you canmti corrocl lh P malfunction lll*r Consulting tUp trouble 
snooting checklist plcasu call Customer Service on Coleco's lol!-freosO'»ee 
nnlltnp )-dOO'B«2'l2?5naiionwide 
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11 Customer Service advises you tcoium your video game cartridge please 
reiu m I postag e ptepuid anil insured, wilh youi namn address, proof a>1 i»o date 
of purchase, and a bn'el descrdillon ol the problem to Iho Service Scaiion you 
ruivobnen directed to return Hro by the loflMrco service mlirnml mil II your car- 
tridge is louM 10 oe faciory detective during the lirai 90 days, il -will be tapaneo 
o' replaced al no coal to you M ihe cartridge Is found 10 i»avp been consumer 
damaged or abused and thoiotoro no* covered D* the narramy. ilien you will be 
advised, in advance, of repair costs 

tf your ca'Cfldgv requires Mjrvlce-altei eiplrdlion el iho 80 day Limited War- 
ranty period, please call Coicco's tcril-tree service hotline for instructions on 
how lop'ocead. VBOO-B42-I225nai«nwtlc 




SUPER ACTION". HEAD-TO-HEAD'", and ADAM" are 
trademarks of Coleco Industries, Inc. ColecoVision'" is a 
registered trademark of Coleco Industries, Inc. 

Package, Program and Audiovisual 1984 Coleco Indus- 
tries, Inc. Amsterdam, New York 12010. 
All Rights Reserved. 
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